In this paper we offer an initial framework for a pattern language of hybrid education. With the term hybrid education, we imply the use of educational design patterns that actively strive to cut across, circumventing or upheave traditional dichotomies within education such as physical-digital, academic-nonacademic, online-offline, formal-informal, learning-teaching and individual-collective. In doing so, hybrid education invites uncertainty, open-endedness, risk-taking, experimentation, critical creativity, disruption, dialogue and democracy (back) into the heart of education. Accordingly we see, within hybrid education, the promise to push against and circumvent current trends of marketization, managerialism and standardization in higher education today. Here, a pattern language for hybrid education presents an alternative way of designing for future higher education in ways that are not focused on teaching to the test, playing it safe, rankings or gaming the system approaches. Rather, hybrid education focuses on open-endedness, risk-taking, relational entanglements, experimentation, exploration and empathy. In this way, designing for hybrid education is in this paper achieved, partly by taking a decidedly value-based and vision-driven approach to learning design patterns based on philosophy in higher education and critical pedagogy, partly by working together in hybrid ways and across disciplines and domains in order to open up both the field of teaching and learning in higher education as well as the field of learning design and design patterns. The result is the almost 80 design patterns for hybrid education. The paper presents the pattern categories for hybrid education, the different design patterns contained in these. Furthermore, the pattern mining ground and workshop process, the outcome of the value workshop and the vision workshop as well as three example scenarios is described in order to show both the underlying value and vision foundation for the pattern language as well as how it plays out in concrete scenarios.
INTRODUCTION
"Hybridity is about the moment of play, in which the two sides of the binary begin to dance around (and through) one another before landing in some new configuration. [Hybrid Education] is not just about what will become of us in the wake of technological and cultural transformation, but also (and perhaps more predominantly) about the process of becoming itself." [Stommel 2012] Within higher education research there is a general acknowledgment of the growing trends of marketization, managerialism and standardization of education that emphasize performance outcomes, cost effectiveness, teacher and student efficiency, and managerial competence as critically discussed by e.g. [Land 2004; Budd 2017; Shumar 1997; Barnett 2004; 2010; Filippakou and Williams 2015] . These shifts run the risk of promoting phenomena such as teaching to the test, gaming the system, defensive teaching, and playing it safe in what Nixon calls 'the corporate university' and 'the knowledge factory' [Nixon 2008 ]. Furthermore, the above research establishes links between these phenomena and the growing focus on metrics, learning analytics, measure of performance, teacher excellence frameworks, clear learning goals, criteria-based assessment and quantified higher education. The internal pressure and external demands embedded in a university culture driven by performance, rankings, funding, summative assessment, accreditation and governance run the risk of creating a higher education system characterized by fear of failure, avoidance of risk, reproduction of knowledge, and a focusing on goal-oriented behaviors, extrinsic motivation, and cost benefit analysis by teachers and students alike.
Here we offer a beginning for a pattern language for hybrid education that may function as a way of circumventing and pushing against the above mentioned current structures, demands, and experiences in higher education. Hybrid education proposes as a concept alternative values, activities, experiences, and formats. It is characterized by uncertainty, open-endedness, risk-taking, experimentation, empathy, disruption, dialogue, and critical creativity [Stommel 2012 ]. Hybrid education cuts across, transforms, or even transgress traditional boundaries and dichotomies in higher education and by doing so, asks of us to reflect on the reasons for, value in, and purpose of these dividing lines. Rorabaugh and Stommel have tried to encapsulate the concept of hybridity as follows: [...] hybridity suggests hesitation at a threshold. Hybridity is not an attempt to neatly bridge the gap, but extends the moment of hesitation and thereby confuses easy categorization. And, as we allow two things to rub against each other, two things that might not otherwise touch, we invite them to interact, allowing synthesis (and even perforation) along their boundaries. As the digital and analog -the physical and virtual -commingle, we must let go of the containers for learning to which we've grown accustomed. We must open to random acts of pedagogy -to connections that are, like the web, associative and lively but sometimes violent and deformed. In this, hybridity is not always safe, moving incessantly (and dangerously) toward something new -something as yet undetermined. [Rorabaugh and Stommel 2012] From the above description we can see how hybrid education carries within it the potential to resist and push against the managerialism and standardization of the commodified university. It also stresses the inherent risk in all education, that things are beyond our control and that it therefore needs careful reflection and reimagining along the way. In hybrid education people inside and outside the campus meet and intermingle, academic life becomes mongrel as the personal, professional, and academic merge. Teachers, students, and institutions cross-fertilize to construct new hybrid contexts and collectives across traditional boundaries. As such, the project evokes the concept of hybridity to explore and experiment with how education is constructed and performed in both university and extra-university spaces. Hybrid education, then, is about the transformative potential inherent in the different hybrid entanglements and intermingling of: physical-digital pedagogies and learning environments, academic and non-academic spaces, on-ground and online campus, disciplinarity and transdisciplinarity, formal-informal education, academia and citizenship, learning and teaching, walled and open universities, academic collectives and personal lives, on-campus and in-world teaching and learning, machine-human interaction and exploratory-experimenting education [Stommel 2012 ]. On the grounds of such different hybrid constellations, the possibility for new higher education futures emerges and even new conceptions of citizenship [Pedersen et al. 2018] . This paper presents design patterns for such new futures and conceptions.
EDUCATIONAL PATTERNS AND PATTERN LANGUAGE: FRAMEWORK AND WORKSHOP
Educational patterns provide teachers with examples of educational designs and a language for creating new educational designs. This idea of patterns and pattern language originates from the works of the architect Christopher W. Alexander and colleagues [Alexander et al. 1977] . Educational patterns are hypothesized solutions to recurring problems in an educational context e.g. the pattern PROBLEM ORIENTATION offers a solution to the difficulties of motivating the students when introducing a new topic. This pattern suggests to build on the students prior knowledge and to present a problem that the new topic solves [Fricke and Völter 2000] . Each pattern is part of a larger whole and works in relation to other patterns. Patterns are organized in a network structure and relate to other patterns. Educational patterns for hybridity Towards a Pattern Language for Hybrid Education -Page II share the fundamental view of patterns as expounded by Alexander et. al 1977 , that patterns are not build in isolation but must also improve the world around them. Furthermore, each individual pattern is formatted in a manner that makes it possible for others to evaluate and possibly modify it without losing the essence of it. Educational patterns are examples of educational design that functions as representations of how to support learning in particular cases [Goodyear 2005 ]. They are procedural in nature and always open to further elaboration and improvement. Patterns can also be conceptual until they have been put to the test in real life setting.
Educational patterns cover areas such as learning with technology [Goodyear and Retalis 2010; Mor et al. 2014 ], MOOC-design , assessments [Bergin et al. 2015] , flipped classrooms , lecture design [Köppe 2013 ], seminars [Fricke and Völter 2000] , or general pedagogical practices [Bergin et al. 2012 [Bergin et al. 2015] . During the second EduPLoP16 at Sandbjerg Estate in Denmark on patterns for Hybrid Education the participants both worked on the concept of hybridity in education as well as working together in hybrid ways before, during and after the workshop through working digitally and materially, connecting remotely from around the globe from academic and non-academic spaces, working asynchronously and synchronously as well as individually and collectively. Through this framework a hybrid group of experts within design patterns, hybrid pedagogy, educational technologies and online education collaborated on identifying and describing patterns for Hybrid Education. The EduPLoP16 was supported by both Aarhus University (DK) and University of Surrey (UK).
As hybrid education on the one hand is firmly based within the field of critical pedagogy [Stommel 2012; Rorabaugh and Stommel 2012] and on the other hand is focused on designing for educational experiences and interactions the group took a human-centered [Giacomin 2014 ] and empathic [Gagnon and Côté 2014; Köppen and Meinel 2015; Battarbee et al. 2014] approach to (designing for) hybrid education. In doing so, EduPLoP16 was structured in a way that bears some resemblance with the concept of value-based vision-driven educational design thinking Aaen and Nørgård 2016; Mor et al. 2016] where design patterns are formed on the ground of specific virtues and values and driven by value-based visions. Accordingly, the EduPLoP16 workshop developed a pattern language for Hybrid Education through the following workshop structure:
(1) Value-based workshop to identify the core individual values of the hybrid participant group and establish a collective value framework for designing hybrid education. The value framework made the underlying values of the group's teaching and development practice explicit and enabled a collective alignment between the things we do (what and how) and the reasons for and purpose of doing so (why). The workshop was carried out to ensure that the group kept in touch with its educational values to realize the virtues, goals and purpose of hybrid education (see pictures from the value-based workshop and the developed values for Hybrid Education below) (2) Vision-driven workshop to activate the collective values in individual visions for hybrid education and subsequently transform these into a collective position or manifest that guide the development of design patterns. In this way, the values and visions guided the decision-making and design-arguments of the following pattern workshops thus making the pattern design not only focused on the what and the how but also on the why of the teacher and student experiences and interactions fostered and promoted by the design patterns. Overall, the value and vision workshop enabled the development of an intentional pattern language for Hybrid Education that provided the group with a repeating review and questioning from both face-to-face discussions and online collabora in Google Docs. 7. The result of the EduPLoP16 at Sandbjerg was approximately 85 unique pattern candida distributed between 9 categories. The categories and patterns were arranged into a grap mind map shoving related pattern candidates and every pattern had its own template und the different categories. By the end of the workshop som templates were still very rudime while some were more or less finished. All patterns were rated with *-symbols indicating state they were currently in. (3) Brainstorm session following the value and vision workshop to generate concrete examples of hybrid education from the group's own development and teaching practice. These examples spanned well above 100 post-it notes with specific titles of activities, practices and formats for Hybrid Education.
(4) Sorting workshop were the post-it notes were clustered and then sorted into higher-level categories. These categories combined a range of examples that were within the same affinity space. The clusters were given a common heading such as 'hybrid production' or 'inside out' to designate different areas of Hybrid Education. (see Figure 3) (5) Pattern writing workshop following the brainstorm and clustering workshop to write op the different categories and examples as design patterns using a shared pattern template. The group split up in different online-onsite hybrid sub-groups containing experts from different fields and practices and shepherded by an expert within design pattern writing. The sub-groups distributed the different categories among them and moved them into pattern templates and categorization trees to develop a structured pattern language for Hybrid Education.
(6) Convergent-divergent hybrid pattern writing workshops were the online-onsite sub-groups met together to discuss, merge, exchange and elaborate on the different evolving design patterns within the groups. This was done in a co-constructive manner to check for redundancy between patterns and make sure that the different patterns aligned with the shared values and visions of the group. Special attention went into the formulation of a synopsis for each pattern candidate explicating both the what, how and why of the pattern through a process of repeating review and questioning from both face-to-face discussions and online collaboration in Google Docs.
(7) The result of the EduPLoP16 at Sandbjerg was approximately 85 unique pattern candidates distributed between 9
categories. The categories and patterns were arranged into a graphic mind map shoving related pattern candidates and every pattern had its own template under the different categories. By the end of the workshop some templates were still very rudimentary while some were more or less finished. All patterns were rated with *-symbols indicating the state they were currently in. Some patterns have already been described in more detail, e.g. in [Kohls et al. 2017] . Value-based Vision-driven Hybrid Educational Patterns
As outlined above, the development of a pattern language of Hybrid Education began with the and vision workshop, and as such the group takes on a value-based vision-driven approach t pattern development Aaen & Nørgård, 2015; Mor, Warburton, Nørgård & Ullm 2016) . The reason for putting the why-ness of design -the values and visions -before the how and the what-ness, is because it is within the moral basis or virtues of educational design that ability for a new emancipatory space in education arises (Nixon, 2008) . In order to transform o innovate through educational design in ways that honour what is morally purposeful about ed 
Existing Patterns for Hybrid Education
There is already a large body of knowledge described as educational patterns. Many of these patterns also include hybrid aspects, such as patterns for flipping the classroom Köppe et al. 2016] or patterns from the Pedagogical Patterns Project [Bergin et al. 2012] . However, these patterns did not focus on hybridity and therefore are likely missing some hybrid viewpoints in their descriptions. We therefore decided to initially not include them in the set Towards a Pattern Language for Hybrid Education -Page V presented in this work. In future work we will also relate the hybrid pedagogy patterns proposed in this work explicitly to the existing body of patterns, including the patterns that also address or realize hybrid aspects.
Value-based Vision-driven Hybrid Educational Patterns
As documented above, the development of a pattern language of Hybrid Education began with the value and vision workshop, here the group takes on a value-based vision-driven approach to design pattern development Aaen and Nørgård 2016; Mor et al. 2016] . The reason for positioning the question of why-ness of design -the values and visions -prior to the question of the how-ness and the what-ness, is because it is within the moral basis or virtues of educational design that the ability for a new emancipatory space in education arises [Nixon 2008 ]. In order to transform or innovate through educational design in ways that honour what is morally purposeful about education, and to avoid crude instrumentalism, we have to see it as 'all of a piece and understand how the various activities that comprise it hang together' [Nixon 2008 Values were put in place as a collective basis for their work on generating visions that should drive the development of Hybrid Education. Here, the values were integrated with the readings about hybrid pedagogy ahead of the workshop together with opening talks by online remote participants Maha Bali and Bonnie Stewart, one of the founders and editors of Hybrid Pedagogy -a digital journal of learning, teaching, and technology 6 . Fusing the notion of hybridity and hybrid pedagogy with the shared educational values created 1-2 individual vision statements that were then collected and put together to form a shared position statement about Hybrid Education. Below is the collective vision that drove the development of the pattern language for Hybrid Education 7 :
5 Note to table: also presented in [Pedersen et al. 2018, p. 232] 6 http://www.digitalpedagogylab.com/hybridped/ 7 Note to table: also presented in [Pedersen et al. 2018, p. 233] Towards a Pattern Language for Hybrid Education -Page VI
Vision statements for a shared position on Hybrid Education
Hybrid space strengthening belonging by broadening & deepening perspectives Hybridity promotes critical interaction by confronting us with unexpected opportunities and challenges Hybridity fosters playfulness in order to develop openness through curiosity and experimentation Hybridity promotes empowerment in order to establish autonomous learners through mutual respect and empathy Hybrid openness enables playfulness by empowering learners to help build the learning experience and environment Hybridity invites experimentation through making the learning experience accessible and porous Hybrid pedagogy creates joy in order to increase the intrinsic motivation of students Hybrid pedagogy supports empowerment in order to put control of the learning back in the hands of teachers and students Hybridity engenders empathy and empowerment through playful engagement with self and other Hybrid openness promotes exploration by making uncertainty part of the course requirement Hybrid learning supports exploration in order to develop innovative solutions through easy editing and saving of steps Open hybridity empowers agency through possibilities of action and expression Hybrid space invites discovery through different means of inquiry Hybrid learning enables belonging in order to respect and celebrate each individual view through unrestricted contribution Hybrid learning fosters Bildung in order to enable people to express themselves through coping with challenges Hybrid space enable agency by tooling action in different ways Open hybridity enables discovery beyond institutions
On the backdrop of the development of a collective value-based vision-driven approach to a pattern language for Hybrid Education the group moved onto first brainstorming examples of hybridity in education and hybrid teaching and learning, then clustering and categorizing the examples into hybrid educational patterns.
Hybrid Educational Pattern Candidates
As described earlier, during the EduPLoP workshop there were approximately 85 pattern candidates identified. The level of description varied from just a rough idea to a fine-grained description of various aspects of the pattern candidate such as problem statement, forces, implementation details, consequences etc. At the end of the workshop all pattern candidates were at least described with a short synopsis which summarizes the core intention of the pattern. Three examples are given in the following list.
-REAL WORLD CONTRIBUTION -Assign students a task which requires them to create a modest contribution to a real-world context, make something which they can place in the real world, thus helping students to engage critically and proactively with social reality.
-BRING YOUR OWN ASSIGNMENT -Students are less motivated to work on offered standard-assignments, so have them work on assignments they proposed themselves.
-FAMILY MATTERS -Make it possible to participate in education in a more flexible manner -both in terms of time and commitment. Also consciously legitimize and celebrate the different ways of participation in relation to other learners and the institutions.
The complete results with all pattern candidates and their synopses are presented in the Appendix. In total we identified nine categories during the workshop: Hybrid Learning Space, Collaboration, Student Agency, Hybrid Production, Outside In, Hybrid Assessment, Performance, Inside Out, and Sharing is Caring. However, during the structuring process it became clear that many pattern candidates belong to multiple categories. In order to create an overview and possibly establish links between the categories, we decided to initially place all pattern candidates in the category deemed most fitting by the on-site participants. The complete mapping is presented in the Appendix of this paper.
In future work, we will extend this categorization and also will add other applicable categories. The diagram in Figure 4 illustrates the connections between the different clusters of the patterns.
Our intention is to evolve all pattern candidates to full patterns and to describe them completely in future work. The categories themselves also can be seen as high-level patterns, these patterns will be described in future work too.
EXAMPLE SCENARIO
HAN University of Applied Sciences in the Netherlands offers a part time study in computer science. The student population of this study differs tremendously from the full time students: they are working beside their study, they have families, and their choice for the study is often based on missing opportunities or knowledge of their current position. To reflect this specific situation in the study program, the current version will be reworked and include many hybrid aspects.
The following scenario shows how some of the proposed patterns can be applied for re-designing various aspects of the study program for part time students and how these patterns support the earlier defined values of hybrid education.
Part-time students who follow a course on object-oriented software development can suggest projects from their work as REAL WORLD CONTRIBUTION or look for COMMUNITY-DEFINED TASKS. For smaller tasks they could also BRING YOUR OWN ASSIGNMENT which could be related to tasks from their work such as refactoring a piece of code or making an alternative design for a specific functionality of a software system. The students have to make use of ONLINE PROJECT MANAGEMENT and STUDENT PROJECT WEBSITE 8 , which is especially helpful for part-time students as the face-to-face 8 We use Confluence, a collaborative wiki-style environment: https://www.atlassian.com/software/confluence Towards a Pattern Language for Hybrid Education -Page VIII time is quite limited and they also are not located at close-by places, but live throughout a larger region. This ONLINE PROJECT MANAGEMENT is also used for SITUATED FEEDBACK, given directly in the documentation as comments. Software development requires tools which are not always easy to install, so there should be WORKING ENVIRONMENT GUARANTEED for all students and, in the case of problems, a TECHNOLOGY CONCIERGE.
Besides managing (and documenting) their project work online, students also have to post all other work on the online system. This realizes CREATING STUDENT WORK TRANSPARENCY and invites other students to give feedback and learn from each other.
Part-time students of computer science have quite different backgrounds. They work with different programming languages, Integrated Development Environments, Software Development methodologies, programming paradigms etc. But also their specific home situations differ: they have children, are married, are singles etc. We did take these specific situations into account by offering MULTIPLE LEARNING PATHS and consciously support DIY EDUCATION which is happening independent of school.
It is also important to acknowledge that FAMILY MATTERS by offering more flexibility for participation at educational activities or for delivery deadlines (of course in agreement with their peers and the teacher). It also could be that a group of students has specific learning needs (such as how to apply Test-Driven Development) or wants to focus on a specific topic in more detail (such as performance issues in distributed environments). This could be realized through reserving some time of the course and to fill this with a CO-CONSTRUCTED CURRICULUM which can be decided on at the beginning of the course.
In order to prevent the teacher from a lot of additional work, the students can easily become STUDENTS AS CO-CREATORS OF COURSE MATERIAL by asking them to collect and present material (e.g. through STUDENT-CREATED VIDEO TUTORIALS) and exercises (BRING YOUR OWN ASSIGNMENT).
The students are also asked to maintain a LEARNING JOURNAL. This way they are regularly reflecting on their own learning.
SUMMARY/FUTURE WORK
In this paper we presented the results of the 2nd EduPLoP workshop which form the initial framework of a pattern language for hybrid education. During that workshop, we identified about 85 pattern candidates which are presented completely in the appendix. In future work we intend to elaborate on all pattern candidates and refine them towards full patterns. The patterns themselves also will be applied and evaluated in new situations. Our intention is to help educators and educational designers with including hybrid aspects in their educational designs.
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Hybrid Production
The production of artefacts using other than the standard elements (materials, procedures, requirements, etc.) than usual or changing some requirements such as place, time, or ways of collaboration.
Pattern Candidate Synopsis REAL WORLD CONTRIBUTION
Assign students a task which requires them to create a modest contribution to a real-world context, make something which they can place in the real world, thus helping students to engage critically and proactively with social reality. GUERILLA ART A special case of REAL WORLD CONTRIBUTION, in which students create a small provocative intervention in a public space. PARTNERSHIP PROJECTS A special case of REAL WORLD CONTRIBUTION, in which students create work in partnership with external stakeholders on a real-life, actual problem or challenge the stakeholder is facing. DAILY SHOWCASE ARTEFACT Give your students a short creative task every day, which results in an artefact they can display and share. RAPID PROTOTYPING Set a production task for your students, and give them a short time to complete it (enough to get something done, but not enough to perfect it or obsess over it). Take advantage of technology that supports rapid production, and of free open resources, even if this comes at the expense of the quality of the product. The task should require students to mix contexts or cross boundaries, in a way that is not familiar to them. RE-MEDIATION Re-mediate the task and ask the learners to do something somewhat familiar, but in a different way or through a displaced or refocused lens, in order to promote more reflection on what they're doing and critical inter/action through playful confrontation with unexpected opportunities and challenges. HYBRID CURATING Instruct learners to create online visual scrapboards which include found digital artefacts and captured / created visuals of real-world objects. These boards should be organised to reflect a conceptual understanding of a defined theme. HYBRID CO-CREATING Making tangible objects together through online dialogues and meet-ups.
Hybrid Learning Space
The configuration of hybrid spaces to enable students to work, interact, collaborate and to learn in a manner suitable to their needs.
Pattern Candidate Synopsis INTERACTIVE TANGIBLE OBJECTS
Make tangible objects connect to the virtual world. A tangible object can trigger digital actions, e.g. opening a web site or digital worksheet.
CONNECTED INTERACTIVE WALLS
Provide opportunities to interact with large scale interactive walls in the physical space as well as in the digital space. WORKING ENVIRONMENT GUARAN-TEED Ensure that all students have a working environment (the required tools for working on a task/assignment/project) at the very beginning so that they don't unnecessarily waste time with fixing the environment until it works. TECHNOLOGY CONCIERGE When there is dependence on technology for the continuity of an event/project/task etc., have a concierge who is sufficiently available and has the abilities (and authority) to fix the occurring problems with the technology as fast as possible.
Continued on next page
Towards a Pattern Language for Hybrid Education -Page XI Have the students manage their project using an online tool. STUDENT COURSE AGGREGATOR If students are using their own (personal) tools for documenting their work, a course aggregator can gather student work and present it in one place.
Hybrid Assessment
To allow for multiple instances and forms of formative assessment involving both peer-to-peer, supervision and feedback. Focus on informal and low-stake assessment with the goal to create an environment of learning.
Pattern Candidate Synopsis ONLINE SUPERVISION
Use video and audio-graphical conferencing tools to conduct supervision sessions so that you also can help students who are not able to meet face-to-face. OPEN ONLINE SUPERVISION Record your ONLINE SUPERVISION and share it online, either with the course cohort (in the GATED COMMUNITY) or openly. SNAPCHAT ASSESSMENT Snapchat is ephemeral and for sharing imperfection, so try to establish trust by allowing learners to be messy and imperfect together with the teacher as opportunities for learning and development. SITUATED FEEDBACK In order to help students master a certain competence or skill, you design a procedure involving MULTIPLE DRAFTS that receives feedback from teachers situated directly within the given text or product that the student develops.
Performance
Introduce an element of public performance whereby students are sharing and presenting their work to a wider and more heterogeneous audience. Performing or publicly presenting will enhance student learning. Most of these patterns are specialisations of RE-MEDIATION (see Section Hybrid Production).
Pattern Candidate Synopsis STUDENT TED TALKS
Students share their work in TED talk style presentations. STUDENT BOOKLETS Students turn their exam papers / final assignment into a publicly accessible booklet / a booklet that can be read by the public. RESEARCH MUSIC VIDEOS Students or teachers presents theory, concepts, frameworks, research or other academic work in the form of music videos. ROBOTS TELLING STORIES Using tools from one field (like robotics or computer programming or digital design) to engage with the subject matter of another field (like philosophy, literature or history).
Towards a Pattern Language for Hybrid Education -Page XII Student Agency Student are not blank slates. Therefore try to utilise the knowledge they bring to school. Also students are not alike. They will have different interests and knowledge which can be very productive in an educational context.
Pattern Candidate Synopsis CREATING STUDENT WORK TRANS-

PARENCY
Have students do small assignments (that take on the form of text, pictures and/or video) and post them in blog posts or a wiki several times during the course. The posts or the wiki are open to comments and discussion from both other students and the teachers. STUDENT OWNED PROJECT DO-
MAINS
Have students get their own domain (and maybe webhosting) and take ownership of their online presence. A student owned project domain can support students' ownership of their work, it can support project work (as a log of activities and preliminary work), and it can be used as a showcase for student work.
STUDENTS AS TEACHERS
Have students teach (selected) parts of a course to other students in their own ways in order to break the strict teacher-student separation.This will create a more in-depth understanding of the topic, foster engagement with their own learning and that of their peers, and also can simply be fun to do. STUDENT-CREATED VIDEO TUTORI-
ALS
Have students create (and blog) tutorials for the other students. (specialization of STUDENTS AS TEACHERS) UNDERCOVER ACTORS On the first day at University or High-School place undercover actors (older learners) in the large group of new student. These play the role of extreme personalities that draw attention from group and can become the 'talk of the town'. DIY EDUCATION Acknowledge and support that learners design their own education which often takes place without the teachers knowing or perhaps even outside formal education. BRING YOUR OWN ASSIGNMENT Students are less motivated to work on offered standard-assignments, so have them work on assignments they proposed themselves. REBEL STUDENTS When students rebel, don't resist. Open up the space for them to reconstruct the learning experience. NO TEACHER FB GROUP Acknowledge and encourage learners to create and manage social learning spaces where you as the educator are not present.
FAMILY MATTERS
Make it possible to participate in education in a more flexible manner -both in terms of time and commitment. Also consciously legitimize and celebrate the different ways of participation in relation to other learners and the institutions. CO-CONSTRUCTED CURRICULUM Use a collaborative editing medium to co-construct with the learners a curriculum for your course, this will create an increased student's ownership of the course content and in consequence a higher motivation for learning. STUDENTS AS CO-CREATORS OF COURSE MATERIAL Students are asked to search for and contribute with course material that adds to the existing syllabus of a course. Students develop a shared collection of annotated/commented course material.
MULTIPLE LEARNING PATHS
Design your course to allow alternative paths, combining hybrid interactions in different ways, for reaching the learning objectives to account for diverse learner circumstances and preferences.
Outside In
Bringing the public into learning.
Pattern Candidate Synopsis INTEGRATING PRACTITIONERS
Connecting a course to real-world practices by bringing into the classroom people, activities, problems and tools. They can take on the form of cases. VISUAL DOCUMENTATION OF OUT-SIDE PRACTICES Bringing real life stories and visual representations into the classroom by students who are off-site.
COMMUNITY-DEFINED TASKS
Ask a community to define meaningful tasks for the students based on real community needs, to develop students' responsibility, which opens opportunities to engage students with the community.
Continued on next page
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Inside Out
Taking learning to the public space. These patterns are further split into three areas.
In public (presence)
Pattern Candidate Synopsis NOMADIC STUDENT Students taking classes wherever they are in the world. Like Coffee Shops or Supermarkets or in the forest. Or in the bus. In this way, students are being re-localised rather than becoming in-tangible virtual students.
FIND STUDENTS NEARBY
The NOMADIC STUDENT learns at many different places. S/he still wants to learn with other peers and needs to find them. Hence, it is interesting to know and team up with students who are in the same area. For example, students in the same neighbourhood can meet in the café around the corner. STREET TASKS Bring the students out to the streets to have real world experience. Assign activities that bring individuals or groups to engage in out of classroom experiences. Students should learn experimenting with/in the world. This can help to finding their self through interaction with people. EDUCATION FLASHMOB Students (with or without teacher) self-organize to meet at a specific location to have a shared transient learning experience that have the transformatory potential either for the flashmob or the audience. RUNAWAY CLASSROOM A classroom can be anywhere, and NOMADIC STUDENTs can form a classroom everywhere. This is sometimes supported or organized by a teacher that takes the entire classroom 'in the backpack' and into the world. In this way the runaway classroom has left the campus to go somewhere else. Consequently, the classroom can be everywhere creating a hybrid in the form of a digital un-classroom or a physical re-localised classroom camping somewhere else whether it is the city, the sea, the sky or underground. TEACHER HUB While learning can take place everywhere, very often the teacher still is a natural center for communication, collaboration and inspiration.
For the public (display) Developing a personal professional network that moves beyond the student's class and institution can both strengthen the student's study activities by providing additional input and support the student after qualifying by providing them with a network that can help them in their professional work.
Sharing is Caring
Create opportunities to share learning resources, knowledge and new ideas to promote a culture of sharing.
Pattern Candidate Synopsis SHARING PROCESS
Make the steps of a process public. LEARNING JOURNAL Promote reflection and a sense of learning community by asking learners to post regular short texts, where they share and reflect on their personal learning experience. OPEN DEVELOPMENT / OPEN RE-SEARCH Share the work-in-progress in order to let others anticipate and comment on your ideas. Ideas in an early stage can already inspire others. Don't be afraid of other people stealing your ideas. It is more likely that they will inspire you as much as you inspire them. SHOW THE PROCESS Show (steps of) the process when the product is done in reflective e-portfolios (see Bauer & Baumgartner 2012), or on a STUDENT PROJECT WEBSITE.
SHARING STORIES OF LEARNING JOURNEYS
Give students an opportunity to share the stories of their learning journey, so that they can learn from each others' experience and reflect on their own. RAPID SHARE Making sharing quick by using new technological potentials like twitter hashtags, links, padlets. OPEN CC SHARING Actively make your work and assignments accessible by sharing via Creative Commons licensing.
Relates to RAPID SHARE and RESPONSIBLE MASHUPS. RAPID IMAGE SHARING Minimize the number of steps to bring an existing or new pictures to a shared space. NO LOGIN Many sessions do not really need personal identification. The service can be used right away. People can verify that they belong to a group by sharing a random ID that is generated ad-hoc for each session. SHARING PRODUCTS AS OPEN (RE)SOURCES Make the outcomes of project accessible to the public. This makes the making process more meaningful. Others can learn and reuse the work others have created. TEACHER BLOGGING Teachers post messages that are relevant to their students. These messages can be information about courses, content, or the research a teacher is doing.
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Towards a Pattern Language for Hybrid Education -Page XV Organize exams in public spaces rather than the private wall of a university. When put in the public, the meaning and importance of exams is lifted to a higher and more meaningful level. Students may invest more time and take exams more serious. They also get into contact with the real world, and there are opportunities for networking. STUDENT PROJECT WEBSITE Encourage (or require) your students to set up a website that informs others about their project. STUDENT CONFERENCE Students are setting up a conference or event for the benefit of others. They can display their own work or act as trainers to others. RESPONSIBLE MASHUPS Allow mashups, even 'copy and paste' documents but establish clear rules what is a fair use of external resources. HYBRID GROUP SHARE NOMADIC STUDENTs work from different spaces yet they want to share their results and contributions in a shared space. This can be done with a shared group folder, or -in case of photos taking from the real world artefacts -using RAPID IMAGE SHARE.
COURSE INTERSECTIONS
Create intersections between different courses or different institutions that intersects at specific points to share material, discuss, present, teach each other etc. in order to prompt students to reflect on their discourse and practice and sense the value of their work. COLLECTIVE OWNERSHIP Establish a collective spirit where the products created are not owned by individual participants but the collective of the group. Instead of 'signing' each individual contribution, use Design Team Names for products and processes. BIDIRECTIONAL HOME VISITS Rather than meeting online in a virtual space people are meeting at 'home' in the private homes of the different speakers.
INTER-UNIVERSITY TEACHING
In inter-university teaching and learning teachers teach on each others courses across different universities by virtually connecting into each other classrooms/courses to teach, discuss or have dialogues with each other's students. Also they might encourage the students of their courses to get into dialogue with each other either during the inter-university meet-up or afterwards using e.g. Twitter, Facebook or Google Hangout to connect, discuss and collaborate across universities. CONNECT STUDENTS WITH YOUR NETWORK Allow students to connect with your (online) network for discussion and possible guidance. This is related to BUILDING PROFESSIONAL NETWORKS.
Collaboration
Move collaboration from the context of the classroom to a wider public to utilize the resources of other people, groups and forums.
Pattern Candidate Synopsis DAILY BULLETIN
Send out a daily account of the events in a course, so that remote learners can maintain a sense of direction and participation. STUDENT SHARED RESOURCE SPACE In order to promote ownership of resources and have students make experience with looking for resources, provide a space where they can share resources and have experience of doing non-textual literature searches that are meaningful. BREAK OUT, BRING IN Enable large groups to split up to work on sub-problems or themes and to easily share their results and work progress with the initial group members. HYBRID CLASSROOM DISCUSSION Combination of different technologies can afford the moving of the learners to the center-stage and de-center the teacher.
RAPID DISCUSSION
Open an ad-hoc discussion using a collaborative medium to break down hierarchies.
RAPID OPEN DISCUSSION
Open an ad-hoc discussion in class using an open medium (e.g. using a twitter #tag), to break down hierarchies and benefit from unexpected interactions.
RAPID CLOSED DISCUSSION
Open an ad-hoc discussion in class using a closed medium to break down hierarchies while maintaining the protection of a GATED COMMUNITY.
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